INTRODUCTION
Studies of gender and technology suggest that men and women differ significantly in their use of entertainment technologies. A comprehensive review of television audience research conducted by Heeter (1988) found that men and women differ in their: orienting, searching, and planning for TV use; use of TV guides; re-evaluation of TV programs once viewing has begun; and viewing styles. In an examination of differences between men and women on use of the VCR and broadcast television, Gray (1992) found that women were more often distracted viewers of both TV and rented videos. Gray argued that for these women the distractions stemmed from being surrounded by domesticity and its associated obligations.
One of the social and leisure phenomena of the 1990s was home computer game playing (Griffiths, 1997) . Debate about the importance of computer gaming in the development of computing competence and confidence is well underway. The popular press has speculated that playing computer games may provide an important entré into technological competence (Cassell and Jenkins, 1998; Griffiths, 1997; Pereira, 1994) . Researchers interested in gender and technology have noted that computer games appear to be the domain of adolescent males (Cassell and Jenkins, 1998; Kiesler et al., 1985; Pereira, 1994) . Griffiths found that 'compared with females, males played computer games significantly more regularly, started playing computer games at a significantly earlier age, and played significantly more sports simulations and violent games' (Griffiths, 1997: 223) .
The internet is another domain in which to examine technology and gender relationships. In a review of gender differences in computer and internet use, Morahan-Martin (1997) argued that the gender-oriented findings on internet use resembled those of computer use. Just as men were more likely than women to use computers, men were more likely to use more internet applications and for more reasons than women. Just as women were more likely than men to dislike, fear, and be anxious about computers, they also felt less competent than men in terms of using the internet. Recent reports have estimated that women's access to the internet now more closely reflects actual demographic distributions of women and men (Media Metrix, 2000) . With women accessing the internet in numbers equal to those of men, the earlier question about whether women are interested in this new form of technology has been answered in the affirmative. Nevertheless, questions remain about what this parity of access means for gendered experiences after access to online environments has been acquired. The quality and context of use remain as concerns.
In addition to questions about the experience of women once they are online, others raise questions about the involvement of women in technology well before they dial up and log on. Arizpe (1999) asserts that 'it is not only a question of having large numbers of women users of information technologies, but of their being partners with men in fashioning basic concepts and cyberspace ' (p. xv) . Rakow (1988) suggests that:
It does not take a social scientist to make the observation that in most contemporary cultures women and men have different access to the creation of technology, have different access to decision making about the development of technology, and have different experiences with technology. (p. 57) While current numerical parity on the internet is one measure of progress, issues of gender equality are more complex than simple counts of who is logging on to the internet.
There are a variety of sociological, organizational, and psychological explanations for these differences. However, we assert that one explanation may be that women have not had access to entertainment technology that is gendered female by design. Shneiderman (1998) notes, 'it is often pointed out that the preponderance of video-arcade game players and designers are young males ' (p. 21) . He also refers to research into the design of educational software: 'designers created gamelike challenges when they expected boys as users and used more conversational dialogs when they expected girls as users. When told to design for students, the designers produced boy-style games ' (p. 22) . One consequence of this seems to be that discussions of entertainment technologies either do not take gender into account, or tend to presume that the interested audience is male. Michael Sellers (1997) of Gamasutra writes: 'the first thing that tends to come up with discussing the mass market is that we have pretty much ignored women and girls as customers' (online).
Unfortunately, the literature on design issues for women and entertainment technology is limited. To take one step toward rectifying this omission, we engaged in this preliminary study to identify and analyze regularities, if any, in the leisure experiences of a specific segment of women. Once identified, these leisure experiences could inform further research into design of women's entertainment technologies. In the course of conducting the study, we were unable to locate any comparable studies of men's experiences of leisure and use of technology. Our intention however, is not to contribute to the literature of gender differences, but to inform the design literature with hopes of increasing options in entertainment technologies for everyone.
BACKGROUND
Women's leisure practices Henderson et al. (1989) reviewed the state of research on women and leisure and found that in general, women's leisure 'is a phenomenon that is Martinson et al.: Women's experiences of leisure not easily separable from other aspects of women's lives' (p. 9). Leisure time for women is often fragmented and usually occurs throughout the day in tandem with other work (Deem, 1986; Henderson et al., 1989) . Women tend to make less clear distinctions between work and leisure than men, and if a woman has a family, this tends to dominate her leisure experience (Henderson et al., 1989) . Women also tend to engage in less visible 'minute vacations', short periods throughout the day when women take time just to be alone.
Gender and leisure literature identifies a variety of constraints on the leisure activities of women. The presence and number of children in the home (Deem, 1986; Gray, 1992; Henderson et al., 1989) as well as the presence of a significant other in the home (Deem, 1986; Henderson et al., 1989) have the ability to positively or negatively impact a woman's leisure experience. For some women, time with family or a spouse is seen as highly satisfactory, and for other women, family is often seen as an impingement on free time. Convenience, or the nearness of leisure opportunities, is also cited as an important factor, especially for women with children (Chasteen, 1994) . In conjunction with convenience, Deem found easy access to transportation to be an important factor. Chasteen (1994) and Henderson et al. (1989) reported that concern for personal safety and the availability of safe locations have an impact on a woman's leisure opportunities and choices. Gray (1992) identified having a source of independent income -most often through employment -as another issue. Women with a source of income often have a higher sense of entitlement to leisure activities than women who work at home (Deem, 1986; Henderson et al., 1989) . The type of occupation plays a role, with women who possess white-collar jobs perceiving more leisure choices. Deem (1986) , Gray (1992) , and Henderson et al. (1989) also found that a woman's educational level often affects her leisure choices in terms of media content and program genres. Steeves et al. (1988) found that for employed women, TV viewing is a high frequency activity. TV frequently plays in the background while women engage in work activities at home. TV is also used to build social connections as a familial leisure activity. TV viewing has been found to be the predominant form of leisure for both men and women, even though both sexes indicate it is not very engaging (Henderson et al., 1996) .
Recent discussions of women and leisure suggest there may be as much diversity among women as between men and women. Henderson (1994) and Henderson et al. (1996) argue for the importance of understanding women's leisure not as monolithic, but rather as shaped by the opportunities and constraints faced by women. They suggest that the better approach is to identify segments of women and their specific contexts in order to understand their leisure.
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One way to identify a specific group of women is to target what Rogers (1995) refers to as 'early adopters'. Rogers suggests that early adopters actively seek out new information, have a great deal of exposure to mass media channels, and are open to risk and change. Early adopting women would not be afraid to try new technologies and therefore could at least potentially be using technology in their leisure. Rogers also characterizes early adopters as having more years of formal education and higher status occupations with higher incomes. These, along with characteristics suggested by gender and leisure literature, became our criteria for selecting participants for the study. We chose to focus on women who had:
• at least a first degree; • no children in the home; • a source of independent income through part-time or full-time employment; and • a white-collar occupation.
According to the literature, these women were likely to have a greater sense of entitlement (they had worked for a degree and had independent income) and face fewer leisure constraints (did not have to devote time to parenting activities).
Definitions of leisure
Not surprisingly, the literature suggests there is a good deal of variation in definitions of leisure. For example, in a study of both men and women, Shaw (1985) found that participants did not consistently classify the same events as work or leisure. Sometimes shopping and childcare were work, and sometimes they were leisure activities. Across participants, Shaw found that common elements in a definition of leisure included: enjoyment, relaxation, lack of evaluation, freedom of choice, and motivation. Deem (1986) also found that for women leisure typically involved the idea of free choice. Henderson (1994) argued that leisure as a concept is difficult for women to define and that it is better to use terms such as: enjoyment, pleasure, relaxation, and sociability. Recognizing these variations and difficulties, we chose to be as inclusive as possible by allowing participants to apply their own definitions in determining leisure activities. Steeves et al. (1988) argued that to understand the leisure experience of any group, one needs to understand the context of the leisure experiences. Gray (1992) argued for understanding the full context of women's experiences in order to understand their leisure experiences with television and VCRs, and Silverstone (1991) suggested that it is important, when trying to understand technology, that one include the technology context of work and home.
Context of use
Martinson et al.: Women's experiences of leisure Henderson et al. (1989 Henderson et al. ( , 1996 defined leisure as an experience that occurs within the context of time and activity. In discussing the role of technologies in the home, Silverstone (1993) stressed the importance of understanding the patterns of time and space both inside and outside the home. In accordance with these recommendations, we endeavored to identify 'where', 'when', and 'with whom' leisure activities occurred. We also sought to understand the 'why' behind leisure activities by borrowing from the literature on uses and gratifications (Blumler and Katz, 1974; Palmgreen et al., 1985; Rubin, 1994) . Uses and gratifications is an approach to studying audiences and mass media usage which focuses on the users' motivations for selecting and using media.
Technology and leisure
We suspected that computer-based entertainment for women might not resemble traditional computer games. Therefore, we decided to use an inclusive definition of technology (from print technologies to consumer electronics to computer-based technologies) in order to explore broad patterns of technology use in leisure practices. By exploring the role of technology -be it newspapers, radio, or the internet -in the leisure activities of this group of computer-confident women, and exploring these women's leisure activities in general, we hoped to find aspects of women's leisure experiences that could inform the design of a new kind of entertainment technology. For example, one recent product (Rood, 1998) combines yoga instruction with CD-ROM technology resulting in a multimedia presentation of this ancient form of relaxation; relaxation is frequently mentioned as an aspect of a leisure experience.
PARTICIPANTS
Fourteen women, ranging in age from 22-47 (average age 31.8 years), were recruited purposively based on our screening criteria of: having at least a first degree; no children in the home; being employed part time or full time; and being employed in a white-collar occupation.
Participants were contacted via personal introductions made through a network of women. Participants were from a geographically diverse subset of the United States that included residents of Arizona, California, Indiana, Louisiana, New York, Pennsylvania, and Texas. All communication with participants occurred via telephone, email, and postal mail.
METHOD
A variety of methods have been used to illuminate the context and use of media and consumer electronics. Steeves et al. (1988) chose a seven-day diary with follow-up interview, as did Davenport and Higgins (1995) . Gray (1992) employed open-ended interviews, and Silverstone (1991) argued for a New Media & Society 4 (1) variety of ethnographic methods. Given the preliminary nature of this study, it was decided that the optimal combination of methods was to use a diary with a follow-up interview (for a more detailed explication of methodology, see Vaughan et al., 1998) . At the onset of the study, participants received consent forms, seven-day time-use diaries, and questionnaires by mail. All subsequent contact was by telephone or email.
Time-use diary
Participants were asked to keep a time-use diary for a period of seven days. All primary and secondary events engaged in throughout the day were recorded. In keeping with the need to understand the context of the leisure experience, participants indicated the time, the location, and whether or not anyone else was present for each event. Given the argument that leisure is not easily defined for and by women, women defined leisure for themselves by circling the events they found 'enhancing, relaxing, or fun'. For each circled event, participants indicated the gratification(s) they were seeking (using a guide developed from uses and gratifications literature), and rated the degree to which this gratification was satisfied on a scale of 1 to 5 (1 = not very satisfied, 5 = very satisfied).
Coding schemes for leisure activities, locations, and people present were developed inductively after the diaries were returned. During this review, a coding scheme to capture rough distinctions in type of technology used for leisure was also developed: no technology; low technology (such as books and magazines); medium technology (including consumer electronics); and high technology (computers). Of the 14 women, one did not complete the diary according to the instructions. Data from 13 diaries were entered for this component of the study.
Questionnaire
After completing the diary, participants filled out a questionnaire which captured demographic information, attitudes toward technology (derived from Wenner and Dennehy, 1993) , and kinds of technology used at both work and home. The questionnaire was used to examine the context of technology use at work and at home. It also allowed us to determine to what extent these women matched the early adopter categories suggested by Rogers.
Telephone interview
Participants returned the completed diaries and questionnaires by mail. Researchers made photocopies of the diaries and returned them to the participants for reference during the follow-up telephone interviews. Interviews were conducted with all 14 participants. Each interview lasted approximately one hour. Technical difficulties resulted in some recording Martinson et al.: Women's experiences of leisure problems. One audio tape was completely unusable; this resulted in 13 transcripts -nine of which were complete and four which were partial.
Participants were specifically asked:
(1) Did keeping the diary provide you with any insights into your use of time? (2) How do you define leisure for yourself? How do the activities in the diary fit or not fit with that definition? What role or function does leisure play in your life? (3) What role do different media such as TV, print, radio, computer, and telephone, play in your leisure activities?
Participants were then questioned for approximately 20 minutes on two to four leisure events that had been identified by the researchers as typical of their low-and high-rated leisure experiences. Dervin's neutral questioning technique was used as a framework for modeling the questions for each event experience (Dervin, 1992; Dervin and Dewdney, 1986; Dervin and Nilan, 1986) . These questions included: assessing the context of the leisure event; what was satisfactory or unsatisfactory about the leisure event; and the potential uses of technology for an improved leisure experience.
RESULTS

Demographics and adopter status
In general, this group of women matches the early adopter characteristics suggested by Rogers (for more detail on demographics see Vaughan et al., 1998) . These women had many years of formal education; high status, white-collar occupations; a good deal of exposure to mass media; and rated themselves as active information-seekers using multiple channels and technologies to gain information. They differed from Rogers' characteristics in two areas: income and attitudes toward technology. Their overall income level was skewed low, with almost 80 percent of these participants making US$45,000 or less. A possible explanation for this is that many of the participants were at early stages of their careers. Based on both questionnaire and interview data, the overall attitude toward technology for this group was ambivalence.
Definitions of leisure
Our investigation confirms work done by other leisure researchers in that defining leisure is challenging (Deem, 1986; Shaw, 1985) . While some broad patterns could be identified, multiple dimensions to an understanding of leisure were often expressed.
For a number of participants, leisure was a multi-dimensional concept. Sometimes they wanted time alone, while at other times they sought engagement with friends, family, or significant others. As Diane 1 reflected: A number of participants talked about finding 'speckles' of leisure throughout their workday, taking little breaks to check email or scan an online humor journal. These participants were actively oriented to finding ways to keep their energy up during the working week, and made active use of mini-breaks and music in the background to enhance focus on their primary activity -usually work. This conforms with the pattern that Deem (1986) and Henderson et al. (1989) found: women tend to engage in less visible 'minute vacations', short periods throughout the day when they take time just to be alone. Mary described this kind of leisure as 'any bit of found enjoyment during the day, whether at work or doing activities of my own choosing'. Mandy described it as: When I check [email] , there will occasionally be work related things, but there will also be things that have nothing to do with work . . . Those are sort of little speckles of non-work use during the workday.
Analysis of the profiles indicated that 60 percent of the participants worked more than a 40-hour week. Some participants indicated they were worn out by work at the end of the day and used relaxation to bring themselves to a level of energy that allowed them to start fresh at work the next day. The interviews indicated two perspectives as to whether this kind of recuperative relaxation was 'really' leisure or instead a coping mechanism. Some participants felt that leisure had more meaning than simply getting ready to repeat a work cycle, while others seemed content to define recuperative activities as leisure. Discussion of leisure as diversion or distraction had the same duality of meaning. Some participants were willing Martinson et al.: Women's experiences of leisure to consider 'forgetting one's troubles' as real leisure, while others considered this merely a coping mechanism.
Context of leisure activities A combined total of 650 hours of leisure time during a seven-day time span -approximately 50 hours of leisure per person -was coded for the 13 participants with completed time-use diaries. Based on the time diaries, leisure activities were coded as primary events or as secondary events. Of the 650 hours, leisure was coded as the primary activity 74 percent of the time and as a secondary activity (i.e. occurring while the subject was engaged in a non-leisure primary activity) 26 percent of the time.
Participants engaged in a wide variety of leisure activities. When leisure was described as a primary event (74%), watching TV (16.7%), followed by reading (11.1%), enjoying a meal (8.9%), and attending an event (7.5%) rated as the most frequent activities. Use of computers as a primary activity accounted for only 4 percent of leisure time (see Table 1 ).
When leisure was considered a secondary event (26%), the activity most frequently engaged in was listening to music on the radio (11.8%). A distant second was talking on the phone (4.7%), followed by reading (3.8%), or watching TV (2.5%). Using the computer accounted for only 2 percent of secondary leisure activity.
When leisure was the primary event, the home dominated as a locale (43.7%). Following distantly behind were food places (6.2%), the outdoors (4.6%), and the workplace (4.6%). When leisure was a secondary activity, the home dominated again, but not nearly as heavily (10.5%). Being in a car (6.7%) or at work (4.4%) followed as a close second and third in terms of secondary leisure locations.
Almost one-third of our participants' leisure time was spent alone, regardless of whether leisure was the primary (20.9%) or secondary (11.7%) activity. When leisure was the primary focus, the next highest categories were spending time with a significant other (22.5%) or with friends (12.1%).
• Table 1 When leisure was a secondary event, presence of a significant other (4.2%) or co-workers (3.2%) seemed equally important. When leisure was the primary activity, participants seemed equally likely to engage in the activity for entertainment (28.9%), for relaxation (23.8%), or to be connected to people (23.9%). When leisure was a secondary activity, participants' motivations were primarily for entertainment (9%), to be connected to people (5.3%), for background noise (5.3%), and for relaxation (5%).
During the interviews, participants mentioned a number of insights gained from keeping track of their use of time during the week of the study. Many expressed surprise at how routine their activities were, especially during the work week. Evelyn commented:
I realized that I have a pretty set routine in terms of what I do with my leisure time. I really do not seem to diverge a whole lot -except for the weekend when I actually have more time to do something different.
Along with insight into the routine nature of their schedules, some participants also noticed repetition in their motivations for engaging in leisure activities. Josephine remarked how difficult it was to manage nonwork time: 'It was interesting to me just from the aspect of trying to manage my time when I'm not at work. When I'm at work, that's when I manage my time.' Several participants mentioned that keeping track of how they spent their time was leading them to rethink their habits and make an effort to schedule more activities of choice, especially exercise. Mary realized that the quality of her leisure was not what she felt it should be: I spend too much time reveling in the lousiness of some stuff when there are so many good books out there, so many good movies from before I was born that I still haven't seen, even good TV that I'm not watching. The whole quality of my leisure isn't as good as I think it should be. Table 1 displays the amount of leisure time these women spent with technology. Just over half (54%) of their leisure time was spent with some kind of technology. Of this 54 percent: 13 percent involved nothing more complicated than print technology (books, newspapers, and magazines); 35 percent involved mid-range technology, specifically consumer electronics (television and radio); and only 6 percent involved high technology (email, internet, or computer games). Forty-six percent of their leisure time involved no technology at all (such as going on walks or dining out with friends).
Relationship of technology and leisure
Computing technology did not play a significant role in these women's leisure activities. Interview data revealed some of the underlying reasons for this. Jane enthused, 'I love the computer, but I try to stay away from it on Other than email, the participants generally avoided the computer and looked to various other technologies as sources of entertainment, distraction, or a break from mental work. Table 2 highlights the few times computers were mentioned in conjunction with leisure activities -while reading email, surfing the internet, or playing computer games.
Not only was leisure activity highly routinized in general, but participants' use of technology in conjunction with leisure was also routinized. Specific media were utilized for specific activities as part of the routines established by participants. For example, one subject read the newspaper daily during her lunch break, while another read fiction every night before going to sleep. Evelyn noted, 'each [kind of technology] has a specific role for its use . . . I get pretty much all my news from the newspaper or the radio, so TV is purely entertainment.' Rather than competing with each other for the participants' time, most of the specific kinds of technology found particular slots in the participants' routines. Talk radio, newspapers, and magazines were primarily used for news and information; music radio served to distract, and the television was primarily used for 'vegging out'.
The convenience and inexpensiveness of television made it the primary leisure medium for many participants. Participants did not rely on television news as a source of information, although some participants used it to 'keep up with popular culture'. Books were also used primarily for entertainment and relaxation rather than for information, with a preference for fiction over non-fiction. Email as a leisure activity was used to connect with friends as well as for keeping up with popular culture through online group discussions of television shows.
• Television, radio, and print media served to facilitate multi-tasking. Many participants cooked and ate dinner while watching television or reading; others did housework or paid bills while listening to the radio. Most participants indicated that television was more distracting than radio. These participants stated that the additional visual input from the television was too distracting for it to be used as a background medium.
DISCUSSION
Although overall use of technology by these women was high, use of computing technology for leisure was low. One could argue that this disparity exists because women are simply not drawn toward computing technology for leisure in the same way as men; one popular conception is that women think of computers as tools whereas men think of computers as toys (Bulkeley, 1994; Kirkup, 1992) . Another variable could be marketing. Haddon's research on product development found that the development and marketing of personal computers was designed to appeal to male hobbyists (cited in Kirkup, 1992) . While these factors are likely to play a role, we contend that these explanations miss a critical point -the role of design. If these women are not making use of computing technologies for leisure, it could well be because these technologies are not designed with women in mind. Computing technologies with entertainment content designed specifically for women may be more likely to be adopted by women. That said, this suggests that there is room for improvement in the design of entertainment technologies for women.
Throughout the qualitative and quantitative data, we discovered patterns in both attitudes toward and use of technologies for leisure that have implications for the design of entertainment technologies for women. For this group of women, the themes which had the most relevance for design were leisure:
• leisure experienced alone or with others; • leisure as a primary or secondary focus; • leisure as either an integrated or segmented activity; and • leisure sought for stimulation or for recuperation.
As a way to frame these themes we propose the following model (see Figure 1 ).
Leisure experienced alone or with others
It is clear from the diary data that participants valued both time spent alone and time spent with a friend or significant other. Leisure activities enjoyed alone most often consisted of reading (novels, newspapers, magazines, or email). Leisure activities enjoyed with others frequently included shared viewing of movies or television as well as going out to a bar or restaurant.
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In terms of design, this clearly suggests considering whether a technology will facilitate interaction with friends and spouses or whether it is intended for individual use. While talking on the telephone or utilizing the internet's interactive capabilities can be characterized as social activities, it is the physical presence or absence of friends and family that is at the core of this dimension. Does the entertainment technology allow for simultaneous use among a group of people, or is it most easily used by one person at a time?
Leisure that is primary or secondary in focus A second dimension is leisure as a primary event versus a secondary event. Leisure defined as a primary event requires attention and effort, while leisure defined as a secondary activity is often conducted along with some other project. Leisure as a primary activity for these participants often included the presence of others (significant others, friends, co-workers or the general public). Leisure as a secondary activity commonly featured the participant listening to music while engaged in a primary activity such as cleaning the house or completing a task for work.
We suggest that developers consider the level of focus required to utilize technology and design leisure technologies to fit the varied attention levels involved in daily activities. Is entertainment technology designed to be the primary focus, or can it be used while someone is engaged in more than one task?
Leisure as either an integrated or segmented activity Approximately half of the women in this study recorded short 'stolen' moments throughout the day, such as a conversation with a co-worker over lunch, playing a computer game while waiting for an experiment to finish, or reading a good book while eating lunch as leisure events. These women also recorded longer events that fit with a more narrowly defined sense of leisure as 'free time'. Both types of events, the short stolen moments and the longer periods of 'free time', fell into their definition of leisure. The other half of the participants recorded as leisure only events which were highly satisfying, usually longer in duration, and usually away from the work environment. We found a possible explanation for this duality in Nippert-Eng (1996) , who proposes an integration-segmentation continuum for understanding how people move between work and home. Integrators, as argued by Nippert-Eng, are individuals for whom work and home have no distinction. One may bring work-related objects to the home and conduct work-related events at home. For these individuals, home and work overlap constantly and easily. At the other end of the continuum is the segmentor. This individual experiences work and home as two entirely distinct locations and responsibilities. Social relationships, objects, obligations, and activities exist in two separate spheres. This continuum can be extended to provide useful insights to leisure. Many of the women in the study took an integrated approach to leisure, letting it weave throughout the day. The remaining women took a segmented approach to leisure, with clearly demarcated boundaries in terms of time, place, or both.
For a designer, this suggests the need to consider whether the intended audience of users consists of integrators or segmentors, or both. In terms of designing for integrators, leisure activities can be typified as: often short in duration (i.e. about 10 minutes or less); occurring in the background or as an ongoing, secondary event; and easy to put on hold and to start up again. In terms of designing for segmentors, leisure activities can be typified as: requiring more attention; often longer in duration (i.e. more than 10 minutes); providing a greater sense of closure; and clearly delineated in terms of time, such as 15 minutes, 1 hour, or 2 hour segments. Is the entertainment technology easily attended to in varying increments, or is it intended as a deeply absorbing evening's activity? Leisure sought for stimulation or for recuperation The fourth dimension characterizes leisure as mental stimulation versus recuperation. When described as mental stimulation, leisure was defined as fun, engaging, entertaining, and sometimes challenging. When described as recuperation, leisure was defined as convenient, easy, providing a distraction from one's concerns, and as a way to cope with stress. Participants utilized most technologies in search of both relaxation and stimulation. Reading newspapers, watching television and reading online journals were all mentioned as sources of both information (stimulation) and distraction (relaxation).
This dichotomy provides another way to approach design considerations. Leisure experienced as stimulating often included a learning-or goalorientation. Participants reported being interested in learning about the world and enjoyed activities that gave them a sense of accomplishment or creativity. Leisure sought for relaxation included a desire to play and Martinson et al.: Women's experiences of leisure unwind. At times participants expressed interest in leisure that provided a source of nurturing or emotional release. Is the entertainment technology intended to ease an overworked woman's worries or to provide a source of fun learning?
Dimensions of leisure
It is possible to analyze participants' use of technology for leisure utilizing these four dimensions. In general, use of print technologies was a solitary activity (in contrast to being a social activity such as reading aloud to others) and varied as to whether it was a relaxing or stimulating activity. For example, reading a novel was relaxing while reading a work-related journal in preparation for meeting with a client was considered stimulating. Use of print technologies was also found to be both an integrated and a segmented activity. Some women would mix the reading of humor-oriented and workoriented magazines throughout their workdays and at home in the evenings and weekends with other activities; other women seemed to reserve a special segment of time (often just before bed) for reading a novel.
Use of consumer electronics varied primarily along three dimensions (alone/with others; primary/secondary; and stimulation/recuperation). For example, listening to the radio was used most often as a backdrop to a primary activity (11.8% of the time), rarely used as the primary activity (0.6% of the time), and generally used as a source of stimulation in solitary situations. A number of participants mentioned listening to the radio while doing various household activities such as paying bills. In contrast, watching television was more often a primary activity (16.7% of the time) than a secondary activity (2.5% of the time), was most often used for relaxation, and was used in both social and solitary settings. Participants frequently recorded watching television either alone or with friends as a mode of relaxation after work or on the weekends.
Since computer technologies were rarely used by our participants for leisure pursuits, patterns of use are difficult to characterize. Participants tended to turn to computing technologies as a way to learn about the world rather than as a way to relax; a number of participants mentioned talking with friends on the phone or reading a novel as something they did to relax just before going to sleep, but none of them mentioned checking email as a pre-bed ritual. When the computer was used for leisure, it was primarily used for stimulating activities. For example, checking email or scanning web-based periodicals were activities used for quick stimulation and refreshment throughout the workday. Similarly, participants seemed to consider computing as a solitary activity. There was no mention of playing internet games with web partners or engaging in synchronous chat. Participants also rarely reported setting aside specific time for computerNew Media & Society 4 (1) based leisure and instead followed an integrated pattern. Apparently, computer activities are not engaging enough to attract segmentors.
FUTURE RESEARCH
To determine the extent to which the trends identified here can be generalized, a larger scale study should be conducted, and future research should expand to other demographic niches such as employed women with children and stay-at-home mothers. We encourage continued use of multiple methodologies. A large-scale survey of a randomly selected sample could be followed up with diary data and interviews from a randomly selected subset of the sample. In addition, the use of focus groups may elicit more detailed and sophisticated suggestions for new designs or improvements to current technologies.
This study raises some conjectures that need further exploration and study. These women are surrounded by technology both at home and at work, yet largely fail to use the computer for leisure. One possible explanation is that despite being earlier adopters, these women are similar to participants in prior studies and share an ambivalent attitude towards technology. This would indicate that an interest in new ideas and mass media channels, and an openness to risk and change, are not sufficient to encourage positive attitudes towards high technology use. Conversely, these women may be expressing a subtle critique of high technology culture by resisting the use of technology for leisure, or they may be exhibiting a sophisticated model of technology use, making active choices regarding the role of technology in various aspects of their lives, including leisure. When these women sought leisure activities, they primarily sought to engage in activities with other people present. The high percentage of leisure time spent with others underscores the priority these women place on social interactions. Another possibility is that because there is limited time for leisure in women's lives, what time is available for leisure is spent on social interactions, expressions of individual creativity, or simply rest -activities which a computer currently does not facilitate.
We found it interesting that none of our participants mentioned online shopping as a leisure activity. Even though some participants mentioned shopping as leisure (e.g. browsing through a gift shop or stationery store), none of the women in this study mentioned continuing this activity online as a leisure pursuit. Women may turn to online shopping because of its convenience (Hamilton, 1997) or as a way to avoid sales pressure (Greenman, 2001) . For the participants in our study, online shopping might have been seen as a productivity tool rather than as a form of leisure. The factors that underlie an experience of online shopping as a leisure activity deserve further study.
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Yet another possibility is that women's leisure practices have not been adequately researched, and therefore subsequent entertainment technology designs fail to appeal to or be appropriate for them. Shneiderman (2000) believes that 'accommodating a broader spectrum of usage situations forces researchers to consider a wider range of designs and often leads to innovations that benefit all users ' (p. 87 ). An example from exercise technology illustrates this point. Strengthening equipment was initially designed for a limited segment of users, primarily male; the equipment did not easily adapt to a wide range of body sizes. It was not that women were not interested in developing strength, but rather that the equipment was not suitable for their generally smaller frames. Now that companies design adjustable equipment, women are an important segment of fitness machine users (Toigo, 1998) . Furthermore, adolescents and smaller-framed men also benefit from the increased flexibility in the design (Prisby, 1998 ). An analogy can be made with regard to computers: it may be that computer games are not compelling for women, rather than that women are not interested in playing computer games. Designing with women in mind might lead to adaptable entertainment technologies that will appeal to broader market segments. Conceivably, computer-based leisure needs to become more versatile in order to meet the needs of a more diverse population and wider audience.
